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STEAMIP),

Einstein said
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we now know and understand, while imagination embraces the entire world,
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EDUCATION 1.0

U Authoritarian

U The student is the passive recipient

U Teachercenteredsystem- the
teacher gives knowledge as the
absolute leader in the classroom

U Technologyis forbidden in the
classroom

Education 1.0:
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EDUCATION 2.0

Ul Communication and collaboration are starting .
to grow Edueation J.0:

U Exam-based approach - the result is the
examination - Memorization of knowledge

Ll An underestimated student-centered
approach, we call it but do not apply it.

U the schools are still talking about hours of
teaching ......... But they should talk about
hours of learning !!!

Continue2.0 | >




Thales Foundation EDUCATION 2.0

Ul Invasion of technology and sociaétworking

u We apply technology to the classroom as a trend indicator, but ......~ . =~
Collabor atim
the class continues to have the same structure -
- R . :
Ul Completeconfusion ... .. students know the technologies better Sodal Nebworking v f‘ Proeat and I"%“"’Y

than teachers /3

LI Nodesign for what is used and whatniet

) ST Edueation 20 PB L
U Manychoices, there is no money for buying and applying, Aasessing Global ~

uncoordinated technology correlation with theurriculum... .. the

'\K?’—b %.WIKI

Collaber ative, Interactive
Web Tools: Wikis, 'Bb@s,
Gaoqlc Does, Edmods

teacher... WE WERE NOT READY FOR COMI® i as Nodkacheher o BB

system can not properly follow the evolution of technology ... therg

IS no teacher training ...... data is everywhere ... .. Google Search

fasterfrom traditional libraries ... the web knows more than our

! Studentsgive technical knowledge to their teachers ....
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EDUCATION 3.0

Ul Student-Centered approach

dearners as Content
Producer & Sharer ,,,?
&

B -
%

Ul The teacher is transformed into a
Coordinator/facilitator, advisor, learner and
practice guide

U The student is researching

dueation 30:
d_earners as emnectors, areators, |

U Flip classroom method applies

U More dialogue, technology is everywhere, the
student is self-learning and everywhere.

LI The classical style classroom no longer exists
ULesson Plans are now ca

é Learning Plans
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EDUCATION 4.0

Co-creation and innovation in the centre

Whenever and Wherever
Flipped classroom applied (Hybrid Learning Environments)
Interactive practical exercise i F2F or Distance

Learning is done at home or outside school, while in school students develop skills
Development of personalized teaching and learning
Learning Plans are now called Learning & Creativity Plans
The technology
Its free or/and easily accessible,
Increased use of virtual reality, artificial intelligence ,etc
Continuous evolution and innovation and therefore a need for development of
Competences and Skills so people become Adaptable to Change
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2.0 3.0 Learning

&

Lesson Plans Learning Plans
Creativity Plans
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November 201% Decembter 2021

STEAME : Sciencdechnology-Engineering-Arts-Mathematics-Entrepreneurship

www.Steame.eu

STEAME: Guidelines for Developing and Implementing STEAME Schools

What was needed?

Model of STEAME Schools
Guidelines for STEAME Activities in Schools
Guidelines for cooperation between teachers of different disciplines
New organizational structures for STEAME schools
Training of Teacherfelp them to adapt

Dynamic Change in Curricula, Tools, Methods

Co-funded by the
Erasmus+ Programme
of the European Union
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Outputs

U O1. Guidelines for dynamic and adaptive STEAME
curricula™ Completed-published

U 02. Guidelines for STEAME Activities in Schools
for two age groups 1 Completed i published

U 03. Guidelines for STEAME School Organizational
Structure T presenting today
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O3. Guidelines for STEAME School
Organizational Structure

Erasmus+

ATYPE A: How can we run STEAME activities in current school infrastructures ?
ATYPE B: What should a school look like in order to best run STEAME activities?
AKAl four days STEAME training course for teachers, is published for

- 10-13 February 2022 in Paphos, Cyprus

-27 June i 1 July 2022 in Thessaloniki , Greece

- 25-29 July 2022 in Agros, Cyprus

- Blended STEAME & INNOMATH on 1-3 February, Krakow, Poland
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Erasmus+

Some results from the ONLINE European survey
conducted in 2020

122 responses mainly teachers and school principals

Project Number: 2019-1-CY01-KA201-058240
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The STEAME program should shape the education process
of the school and the classoom design, not the other way
around.
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STEAMI

The clasgoom layout should be aligned with the outcomes
of STEAMEand blended learning

Erasmus+
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STEAMI

The clasgoom furniture hasto be moveable in order to
enhancelayout flexibility
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STEAMTP,

To adieve blended learning the STEAME classoom should
be

Erasmus+

all /3

part of aflexible infrastructure 42
anopen space nterior design 21

a large room 12

equiment and technologies 2

itisirrelevant 2

0 10 20 30 40 50 60 /0 80




STEAMFP, Erasmus +
The dassioom should be

120
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purposefully designed ina both flexible
designed for classical way (in
STEME rows)
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ldeasrelated to the sdhool andthe classoom design

A Assessment should be creation-based, without the typicd exams but outcome

asesgnent and creativity assesgnent.
A Assessment should became a co-assessment between teachers and they need to learn to

work together in different fieldswith groups of students.

Thus, teachers need training for the change of mode of faalitating the
learning and assesanent.
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STEAME schools must integrate the following spaces

82 84

Sudying gpaceon acreative environment

82
Direct instruction spacefor small teams of students

focused on teamwork on projects with the
necessary equipment

Exchange spacefor oollaborative learning with
peer delivered content

Foacefor personalized learning, individual research
activities, assisted by online or offline content 93
texts, graphs, pictures,audio and video content)

76 78 80 82 84 86 88 90 92 94
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|deasrelatedto the integration of spaces

A Without paper books, all books should be digital.

A Studentscome to schod without schod bags, only tabletswhere they keep everything.
A Schods should have internet but NOWIR.

A Schods should be all daysschodsfrom 8to 5 without homework. After 5 pmiit
should be play time.
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STEAME School of the future

AArchitecturaI Designs




STEAME SCHOOL
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STEAME SCHOOL
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BASEMENT
A STEAME THEATRE s E

Specs MAIN LABS

A B1.1 Main Biology Lab
Basement A B1.2 Main Chemistry Lab

A B2.1 Main Physics Lab

A B2.2 Main Mathematics Lab

A B3.1 Main Construction and 3D printers Lab

A B3.2 Main Environmental Lab

A B4.1 Main Robotics Lab

A B4.2 Main Computing and Software Lab

A B5.1 Main PrototypeDevelpment Lab

A B5.2 Main VR Centre Lab

A B6.1 Main Skills and Talent Development Lab

A B6.2 Main STEAME Communicatiohab

U Additional VR rooms
u Learning stations 32
U Entry into amphitheatres




Specs
Ground Floor

Satelite Labs 5 E

u
u
u
u
u
u
u
u
u
u

c:. C:

cC:. C.C:

G3.1 Biology-Chemistry S-Lab

G4.1 Physics-Mathematics S-Lab

G5.1 Industry Liaison Office

G5.2 Virtual Business Centre

G1.1 Robotics i Computing i Multimedia S-Lab
G1.2 Sound-proof student meeting room

G2.2 Construction- Environmental S-Lab

G2.1 Sound-proof student meeting room

G3.2 Sound-proof student meeting room

G4.2 Sound-proof student meeting room

Individual Learning Stations as private u-shape booths
Open space movable furniture for small group work by
students

Courtyard

Reception area
Entry into amphitheatres
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Specs
First floor

STEAMPy

THE VERY QUIT FLOORTHE IDEAS FLOOR

U Open spaceflexible movable furniture for student
groups

U CocreationTrainl | OET ¢ 8 xEOE COi 0P
stations

U Learning Centres/Rooms

U Additional Learning Stations

U Entry into amphitheatres

U Slow Moving STEAME train

Ul Administration offices

34



Specs
Roof

| et enHEN eI en-RN en-R an-R et

Recreation spaces
Cafeteria

Garden and Lake
Photovoltaics
Football court
Athletic field

Open Amphitheatre

35



MAIN LABS

B1.1 Main Biology Lab
B1.2 Main Chemistry Lab

B2.1 Main Physics Lab

B2.2 Main Mathematics Lab

B3.1 Main Construction and 3D printers Lab
B3.2 Main Environmental Lab

B4.1 Main Robotics Lab

B4.2 Main Computing and Software Lab

B5.1 Main Prototype Develpment Lab

B5.2 Main VR Centre Lab

B6.1 Main Skills and Talent Development Lab
B6.2 Main STEAME Communication Lab

Food Court

BASEMENT
1:2000 @ A4



Satelite Labs

G1.1 Robotics — Computing —Multimedia S-Lab GROUND FLOOR

G2.2 Construction- Environmental S-Lab

G3.1 Biology-Chemistry S-Lab 1 2000 @ A4

G4.1 Physics-Mathematics S-Lab




1st FLOOR
1:2000 @ A4




Amphi@heater

ROOF
1:2000 @ A4




STEAME BASEMENT
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MULTI-SPORTS FIELDS OF THE FUTURE

VIDEO >

Video is published on STEAME Observatory
www.steame.eu
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STEAME BASEMENT LABS
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